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TEACHER EVALUATION FORM 
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Please indicate your reactions to the following questions 
about this Sunburst program. Use the space at the bottom 
of the page to summarize your overall feelings about the 
program. The other side of this evaluation may be repro¬ 
duced and used for student evaluations. 


NAME OF SUNBURST PROGRAM 


NAME OF SCHOOL 


ADDRESS 


CITY STATE ZIP 


COMPUTER SYSTEM / MODEL 


GRADE LEVEL OF SCHOOL 


YOUR NAME 


TITLE 


DATE 


PHONE NUMBER 


1. Does the material meet it's objectives as stated in the teacher's guide? 


2. What suggestions would you make for improvement in the teacher's guide?. 


gjgfcg - 

3. Is this program educationally valuable to you? Why? 


4. With which grade level would you use the program? 


5. Will this program interest your students enough that they will want to use it more than once? 


6. How would you use this program with your students? 


Please use this space to describe your overall reaction to the program. 
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SUNBURST COMMUNICATIONS INC. / PLEASANTVILLE. NEW YORK 10570/ PHONE 914-760-5030 
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STUDENT EVALUATION FORM 



1. What is the name of the program that you used? 


2. Would you like to use this program again? Explain why. 


3. Did you understand the instructions? 


4. Were the pictures in the program interesting? 


5. What did you learn from the program that you didn't know before? 


6. What didn't you like about the program? 








if you are using an IBM or Tandy 1000 


.A- ' 

I 

STOP ! 


Before you use this program ... 

you must add DOS (IBM/TANDY) to your diskette. 

It's a simple procedure and need only be done 
once. After you've finished, throw this page 
away and enjoy the courseware! 

NOTE: With the 64K IBM PC use only DOS 1. or 1.1 

On IBM PC with more than 128K. use DOS 1.1 or higher. 

PCjr requires 128K. DOS 2.1 and Cartridge BASIC- 
On the Tandy 1000. use DOS 2.11.22 with Tandy BASIC 1.02.00. 

ADDING DOS WITH ONLY ONE DISK DRIVE: 

1. Put the DOS diskette into the disk drive. Close the door and turn on the 
computer and monitor. 

2. Press ENTER ( r^Tj ).in response to the "date" and "time" requests given 
by the computer. 

3. When "A>" appears on the screen, remove the DOS diskette and insert the 
program diskette into the drive (don't forget to remove the write-protection 
sticker from the edge of the program diskette). 

4. Type START-1 and press ENTER ( 1 4 — 11 ). 

5. Follow the disk-switching instructions given by the computer. After you 
have finished, the program will start automatically. 




ADDING DOS WITH TWO DISK DRIVES: 

1. Put the DOS diskette into Drive A (Left on IBM/Bottom of Tandy). Close the 
door and turn on the computer and monitor. 

2. Press ENTER ( ) in response to the "date" and "time" requests given by 

the computer. 

3. When "A>" appears, remove the DOS diskette from Drive A and put it into 
Drive B (Right on IBM/Bottom on Tandy). Then put the program disk into 
Drive A (don’t forget to remove the write-protection sticker from the edge 
of the program diskette). 

4. Type START-2 and press ENTER (). The program will begin 
automatically. 
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All SUNBURST material is copyrighted. However, SUNBURST does give the 

purchaser the following permission: 


1. You have permission to reproduce any student worksheets in this guide for your 
classroom use. You should n£l, however, copy the whole guide. 

2. You have permission to use Lab Packs within one site. You should not , however, 
divide the package and use the diskettes in more than one building. 

3. Depending on the type of computer you have, this program may ’load’ all at once. 

If it does, you have permission to move the diskette from one computer to another. 

4. You may n^t copy this diskette. A back-up is provided. 

5. You have permission to allow students to take the product home for use with their 
personal computer. 
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INTRODUCTION 


TRADING POST is a game for two students involving strategy and problem 
solving. Graphic shapes are used to represent tradeable items at a trading 
post. The object of the game is to be the first to collect all the shapes 
needed to match a goal. Taking turns, students can choose to get a shape at 
random from the computer, or to exchange their shapes according to a set of 
Exchange Rules. When they think they have reached the goal, the students can 
select GOAL and the computer checks their answer. The first student to win 
two games is declared the winner. 

Playing TRADING POST gives students practice in using several problem-solving 
skills. These skills can be found highlighted on page 2 in the Problem- 
Solving Skill Matrix. Developed by a group of teachers in Rochester, 
Minnesota, the matrix divides problem solving into four categories: 

Memory 

Cognitive -Skills 

Strategies 

Creativity 

TRADING POST focuses on skills in the second and third categories. 

In the second category (Cognitive Skills) , emphasis is placed on skills such 
as visual discrimination and rules. Students must be able to: 

- distinguish one shape from another and to match shapes. 

- formulate rules. Students are given exchange rules with which 
they must operate. This gives them a set of parameters to 

influence their decision. 

In the third category (Strategies), emphasis is placed on the ability to 
analyze and the ability to identify multiple solutions in a given situation. 
Students learn to: 

- assess their starting position and plan a strategy that will help 
them achieve the goal. 

- analyze several moves at once and plan ahead in order to use the 
best possible strategies. In doing so, they are practicing 
identifying multiple solutions. 

TRADING POST uses graphics and sound to keep the students' attention focused. 
Students are also motivated to play the game by competing with a friend. The 
element of chance intervenes just enough to keep the game exciting. TRADING 
POST can be played over and over. The goals, starting shapes, and Exchange 
Rules are all randomly chosen to make the game different every time it is 
played. 
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Problem Solving Skill Matrix 


Tr adi ng 
Post 


• Mnemonic 

Systems 

• Visual 

Association 

• Whole 

to Part 

• Self Testing 

• Creating 

a Context 


• Personalization 

• Regrouping 

• Auditory Aids 

• Number 

of Items 
to Remember 

• Sequence 


• Simultaneous 

Scanning 

• Selecting 

Appropriate Notation 


• Identifying 

Multiple Solutions 



• Examining Assumptions 

• Working 

Backward 

• Using a Model 

• Focus Gambling 

• Conservative Focusing 

• Estimating, Predicting, 

Projecting 

• Scanning for Clues, Hints 

• Restating the Problem 


• Analyzing 


• Making Organized Lists 

• Looking for a Pattern 

or Sequence 

• Brainstorming 

• Openness to Insight, 

Flexibility 

• Successive Scanning 


• Retrieval Strategies 


• Information Gathering 

• Problem Finding 
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MEMORY COGNITIVE SKILLS 

DISCRIMINATION, 
ATTRIBUTES 

AND RULES 


COGNITIVE 

CONTROL 

STRATEGIES 


CREATIVITY 



















































TRADING POST 


OBJECTIVES 


I... . . . 

Trading Post 


Goal: |5« ® Wl 


lllllllllllllllll 

|TRADER l| 

111 filin'.iiiii.^ 


TRADER 2 

III IIHI ^ 


lllftllllHIIIIItlllllllllMlllllllllllfMMIIIIIIIItfllllllllllll 


lllllllllllll 

Exchanges 

mi 


n, 


:< 


in ^ in 


IIIIMIIIIIIIIMfllllAMIIItllllllllllllllllM 




| ADD I EXCHANGE GOAL 

<- -> to wove box. RETURN to choose. 


Skills: 


visual discrimination, rule formation, analyzing, 
identifying multiple solutions. 


Grade Level: 


3-7 


Reading Level: 4th grade 

Time Required: 2-10 minutes per game 

Objectives: 1. to put students in a situation in which they must plan 

ahead and analyze. 

2. to require students to use a set of rules, which 
^change in each game, to plan a strategy. 
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PROGRAM DESCRIPTION 


General Description 

A title sequence will appear at the beginning of the program. Students can 
then proceed with the game by pressing: 

RETURN - on the Apple II and Commodore 64 
a - on the IBM PC/PCjr 

ENTER - on the Tandy 1000 and TRS-80 Color 
Students will then be asked if they want directions. 


immiiimiiimiiiimiiiimimimimiiitimiiiiiimmiimmiiiiiiiiiimmiiiiiiiimimiiiiimtiiiiiiiiimi 

Do you uant directions? 

itiititttmiiiiitttiiiiiiiiimiiiiiiitiiiiiiiiiiiiiiiiiiiiiiiiiiiiiitiiiiiiiiiititiiiiiiiiiiiiiiitiiitiiiiiiiiiiiiiiiiiiim 

Press Y for yes or N for no. 
Then press RETURN. 


MiiiiiiiminiiiiiHimimiiiiiiiimiimiiiiiiimimmiiiiiimmnimiHiiiimmimmimmiinmiiiimim 



j 


Students can answer "yes” to see the directions, or they can answer "no" to 
skip directions and begin the game. 

Students will then be asked their name. If a student proceeds without 

entering a name, the name TRADER 1 or TRADER 2 will be assigned. 
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Students will then be asked which game they want to play. 






iimiiiiiiiiiiiMiiiMiiiimiiiiiiiiiiiiiitiinmiiiiiiiiiiiiiiiimitiimiiniiiiiiiiiiiiiiiiiiiiiiimiiiiHiiiiiimiii 

CHOOSE A LEUEL: 

llllllltf lltllllf lllltlltllttKIItttltlllllllllllllllltHIIIMIHI llllllltllllltlllfllltlllllllllllll 111 MIIIMItll tlllimill 

1. Beginner Barterer 

2. Assistant Snapper 

3. Terrific Trader 

Type a nunber. Then press RETURN. 

miimMiiiiiiiimimmiiiiiimiiiiimiiiiiiimimiiiiiiimimiiiiiiiiiiuinimimtiiiiiiiiiiiimimmiimii 





- If students choose Beginner Barterer, they will be given a goal of 
5 shapes. The exchanges in this game are always even. This means 
that one shape will be exchanged for one shape, two shapes for two 

shapes, etc. 

- If they choose Assistant Swapper they will be given a goal of 5-6 
shapes. Exchanges at this level may be even or uneven. Uneven 
means that one shape may be exchanged for two, two for three, or 
one for three shapes. 

- If Terrific Trader is chosen, the goal will consist of 7-8 shapes. 
Exchanges in this game are even and uneven. 

As students begin the game, they will see the goal, the starting shapes for 
each student, and a set of Exchange Rules. The goal-consists of five to eight 
shapes chosen at random by the computer. 



J || IMI<MMM<MVM<M 


M <<I<M<M<MM MMM<MI<fM 


G031! 

I1<MMMM<MMMM<MMM MUM t Mil 


Trading Post 

3 3 iB 3 B 
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Each student begins with 5 shapes chosen by the computer. 



TtradIrTi 


i si i 


TRADER 2 

n n g« i ho 




The Exchange Rules box contains four rules which allow the students to 
exchange their shapes according to these rules. The rules are also chosen at 
random and might look like this: 
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TRADER 1 begins the game and may choose one of the 3 options available, as 
shown below: 


r 


! |||f ft IttiMMf III I 

I Trading Post 

Goal: JU 1 ffi, 

llllllillllHIIIlHIIIIHIlllltllltllinilllilllll 

| TRADER 'i| 

fi'a'ilii 


M 


iihidirh]riiuiii!ii 

TRADER 2 

M I HI 


ilmtlftllttllllllMIIIMimiMIttlllMMIMMIIMIfllHIlHtMli till i ll I tMIMMIIIHItMIIM limillMINI IMI 1(1 Mil III Mil • • I li 



Exchanges 


iSi 


Eii~i2n2) 

ifi 


| AOOJ EXCHANGE GOAL 

<- -> to wove box. RETURN to choose. 


ADD: 



If students choose ADD, the computer adds one shape to their 
collection. The box at the bottom of the screen is already 
positioned around ADD, and students need only to press RETURN 
(Apple II, Commodore 64), (IBM PC/PCjr), or ENTER (Tandy 1000, 

TRS-80 Color) in order to add one shape. 

The computer picks the shape at random. If a student already has 
twelve objects, the computer will take away one object since each 
student is limited to twelve shapes. 
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If this situation occurs, 



•tMMIMMIIII 


• •MmiNIMIMfMHMtllfl 


Trading Post 

H fill M 


Goal • 

illlllllllMilllMIIHIIIIUIIIIMIIIIUIUIIMIliUMIHlUaUIIUItM 



p»mi m»mn ii«»iiiwinmw> wi«H iiMiwinmminin 

I TRADER II 


0 ffll 


Mill 


IIIIIMMIIIMMflllltMIIHIMinmtIINIMininillillNiq 

Exchanges 






■ «*I 

liimiiiiiMiiiiiiMimuiMiHitHtiittiuimitiiMitinii 


students might choose the ADD option to get a shape from the computer, 
of the exchanges that they could make would help them toward the goal. 


None 
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EXCHANGE: 


If students have a situation like this and the same exchange rules 
apply, 



TRADER 2 

M I'll M 2 W 

llltlltlllMtIMIII ■IDMMMHHOUOIIUlIHUMMItllHIIIil I 


they might choose to make an exchange. There are several exchanges 
which could be made in this situation in order to get closer to the 
goal. Students could exchange as follows: 



3 ill -1 Si 

M -I 


The students may exchange the shape(s) on the left side of the ++ 
sign to get the one(s) on the right side; they can also exchange the 
shape(s) on the right side of the arrow to get the shape(s) on the 

left side. 
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After an exchange has been decided upon, students move the box to 
EXCHANGE by using the arrow keys (Commodore 64: <( , ^> ). 

A box then appears around the first shape in the trader's 
collection. Students move the box to one of the shapes they want to 
exchange and press the SPACE BAR. The shape they have selected will 
be crossed out (on the Commodore 64, the shape's color will change). 
That shape will also appear under Objects Selected . 





Objects Selected 



<- -> to Hove box 
SPACE to select. 
RETURN Mhen done. 


A 



Students may choose another shape or as many shapes as are necessary for 
the exchange. They then press RETURN (Apple II, Commodore 64) , 

(IBM PC/PCjr) or ENTER (Tandy 1000 r TRS-80 Color). IF the shape(s) which 
have been selected for exchange fit one of the Exchange Rules, the 
computer will substitute the shapes according to the rules. 
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If the shapes selected for exchange do not fit the rule, students 
lose a turn. 
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GOAL: 


When the students think that their set of shapes contains all the 
shapes in the goal, they can select GOAL. The shapes do not have to 
be in the same order and there may be extra shapes that do not match 
the goal. 


For example, here TRADER 1 has the items needed to match the goal. 



IINUIIIIIIIUI tllllll IMinilltiNIMIIIIINIItMMI 


UUMUIMMUiUlllMIlld 


i TRftOER ll 



iUiinMnmniinniiiii iim am mil immuw mm immmrt 


After TRADER 1 has selected the Goal Option, the computer checks the 
two sets. If the goal is reached, the matched shapes are removed 
and that trader is declared a winner. If the goal is not reached, 
the trader loses a turn. 


When a winner is declared, a score is shown and a new game is 
started. The losers keep all of their shapes while the winners' set 
is replenished to five shapes. 


A student who has reached the goal twice is rewarded with a picture 
and his/her name is printed in as the winner. 
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Exiting the Program 


After the game is completed, students will be able to: 



A 


mtHiunujiHtmJuiHiMHHmiimntOTtHHMiHittiHimiiatKiuiiHHaimtHHaBKfMRUitiiHiHimiiiJ 

Hhat do you want to do? 

mitnHiiiuiniHitHiuiuiimniiKiifiHHtniiituiHmmiMturmHitmmmuuHwmuMmituiiTHmHiiA 

1. Play ayain - Sane level 

2. Change levels 

3. Change players 

4. EHD 

mmiiiiimuiiuiiniiuuiHaniuamiianifisiuiuitiatimuiHMiunaBiHuniiminttMniiHmnnitiJiiM 

Type a nunber. Then press RETURN. 
_ ) 


Students may stop a game at any time by doing the following: 

- Apple II, Commodore 64, IBM PC/PCjr, Tandy 1000: hold down the CONTROL 
(CTRL) key, and press the E key. 

- TRS-80 Color: hold down the SHIFT and down arrow keys, and press the E 
key. 


Change Option 

TRADING POST has a Change Option allowing the teacher to choose whether the 
sound will be on or off during the program. It can be accessed when the 
question "Do you want directions?" is displayed by doing the following: 

- Apple II, IBM PC/PCjr, Tandy 1000: hold down the CONTROL (CTRL) 
key and press the T key. 

- Commodore 64: hold down the C 1 key and press the T key. 

- TRS-80 Color: hold down the SHIFT and down-arrow keys, and press the T 
key. 

A screen will then appear with the question: "Do you want sound on?" To turn 
the sound on, answer "yes" to the question. Once the sound is turned on, it 
remains available everytime the diskette is used, until it is turned off with 
the Change Option. 
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CLASSROOM IDEAS 


Before Using Trading Post 


Before students start to play TRADING POST, make sure they understand the 
concept of exchange rules. Ask them to name exchanges which they themselves 
have made, for example: swapping comic books, exchanging stickers, etc. 

Discuss then how pioneers used to barter goods. Make it clear that in both 
cases, the value of the object depended on its value to the two parties making 
the exchange. Discuss present-day exchange rules, for example: the exchange 
of goods and money. Example exchanges could then be illustrated on the board 
by the teacher or students. 

Other types of exchange rules could be discussed concerning money. Here, 
within a closed system, the exchange rules are fixed and the value of an item 
does not depend on its value to the two parties making the exchange. For 
example: 5 pennies = 1 nickel, 20 nickels = 1 dollar, etc. 

To practice working with exchange rules, students could play a game with chips 
that requires a certain set of exchange rules. 


Introducing Trading Post 


Tell students that in the game they are going to play, the rules will look 
different compared to ones they may have seen before. You may want to discuss 
the following example: 


n 



To make this exchange more understandable to the students, you could use the 
situation of a swap. It sometimes happens that one new comic book will be 
exchanged for one old comic book and , maybe, a toy car. 

Be sure students understand that exchanges can be made in either direction. 
Items on the left side of the arrows can be exchanged for items on the right 
side, and items on the right side can be exchanged for items on the left. 

Use Worksheet 1 - Think It Through (2 pages) as an introduction to the game. 
After students have filled out the worksheet, discuss their answers as shown 
on the answer key provided. Worksheet 1 encourages students to analyze each 
move. It also provides questions in order to help students organize their 
thinking. 
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Worksheet 2 (2 pages) can be introduced before or after students play the 
first level of TRADING POST. Worksheet 2 presents more difficult problems but 
provides less directions. See the answer key which follows the worksheet for 
possible solutions. 


Follow-up 


Use Worksheet 3 (2 pages) as a follow-up after students have played several 
rounds of TRADING POST. 

After students become familiar with the game, hold a class tournament to find 
the Top Trader. 
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WORKSHEET 1 
THINK IT THROUGH 

Here are some problems like the ones in TRADING POST to help you learn to 
organize your thinking as you play the game. Instead of drawing pictures as 
you answer the questions, use: 

C = candy jar 
P = pants 
M = material 
F = flour 

Problem 1: 



Player: 


1. What item do you need? 

2. What exchange could give you that item? 

3. What item do you have that you do not need? 

4. Can you make the exchange using the item you do not need? 

5. After you make the exchange, have you reached the goal? 


SU\BLRST,« 

COMMUNICATIONS 















































Problem 2: 


WORKSHEET 1 
THINK IT THROUGH 
Page 2 


EHCHflNGES 







Player: 


Goal: 



1 . 

2 . 

3 . 

4. 

5. 

6 . 

7. 

8 . 

9 . 

10 . 
11 . 


What items do you need? 

What exchanges could give you those items? 

What items do you have that you do not need? 

Can you make an exchange using the items you do not need? 
Can 'you make an exchange using any items you have? 

What would be the best exchange to make? 

After you make that exchange, what item do you need? 

What exchanges could give you that item? 

What item do you have that you do not need? 

Can you make an exchange using the item you do not need? 
After you make the exchange, have you reached your goal? 
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ANSWER SHEET 1 
THINK IT THROUGH 

Here are some problems like the ones in TRADING POST to help you learn to 
organize your thinking as you play the game. Instead of drawing pictures, as 
you answer the questions use: 


C 

P 

M 

F 


candy j ar 
pants 
material 
flour 


Problem 1: 


EHCHflNGES 

Faj~§S 




Flour 


5 layer: 


Goal: 



Flour 
«* *« 



1. 


2 . 


3. 


4 . 





■Car 


What item do you need? 

F 

What exchange could give you that item? 

M F 
CP FP 

What item do you have that you do not need? 

M 

Can you make the exchange using the item you do not need? 
YES 

After you make the exchange, have you reached the goal? 
YES 


Flouri Z\ Flour 


«X X * 
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ANSWER SHEET 1 
THINK IT. THROUGH 
Page 2 


Problem 2: 


Player: 




1 . 

2 . 

3 . 

4. 

5. 

6 . 

7. 

8 . 

9 . 

10 . 
11 . 


What items do you need? 

MM 

What exchanges could give you those items? 

CC MM F M 

What items do you have that you do not need? 

P C 

Can you make an exchange using the items you do not need? 
NO 

Can you make an exchange using any items you have? 

YES 

What would be the best exchange to make? 

CC MM 

After you make that exchange, what item do you need? 

C 

What exchanges could give you that item? 

PC MM CC FP CP 

What item do you have that you do not need? 

P 

Can you make an exchange using the item you do not need? 

YES 

After you make the exchange, have you reached your goal? 
YES 



SLNBLRST 
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WORKSHEET 2 
THINK IT THROUGH 

Here are some problems like the ones in TRADING POST to help you learn to 
organize your thinking as you play the game. Instead of drawing pictures, as 
you answer the questions use: 

C = candy jar 
P = pants 
M = material 
F = flour 

Problem 1: 


EXCHANGES 



1. What item do you need? 


2. What exchange could give you that item? 

3. What item do you have that you do not need? 

4. Can you make an exchange to get the material? 

5. What do you need first? 

6. What exchange can you make to get it? 

7. What other exchanges would you make to reach the goal? 
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WORKSHEET 2 
THINK IT THROUGH 
Page 2 


Problem 2: 


What exchanges would you need to make to solve the following problem? Try to 
solve it in the fewest possible moves. Compare your answer with your 
classmates' answers. Is there more than one way to solve the problem? 


Player: 


Jlourl Flouri Fioicrl f louq 

sa j-asi kmk aa 


EXCHANGES: 






a ■ ■ J 




a 
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ANSWER SHEET 2 
THINK IT THROUGH 

Here are some problems like the ones in TRADING POST to help you learn to 
organize your thinking as you play the game. Instead of drawing pictures, as 
you answer the questions use: 

C = candy jar 
P = pants 
M = material 
F = flour 

Problem 1: 


EKCHHNGES 



1. What item do you need? 

M P 

2. What exchange could give you that item? 

F PF MM PC MC PCP 

3. What item do you have that you do not need? 

C 

4. Can you make an exchange to get the material? 

NO 

5. What do you need first? 

P 

6. What exchange can you make to get it? 

F PF 

7. What other exchanges would you make to reach the goal? 

answers will vary 
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ANSWER SHEET 2 
THINK IT THROUGH 
Page 2 


Problem 2: 

What exchanges would you need to make to solve the following problem? Try to 
solve it in the fewest possible moves. Compare your answer with your 
classmates' answers. Is there more than one way to solve the problem? 


Player: 








iCarus M 




EXCHANGES: 


Possible Solutions: 
#1 

F PF 
P PC 
CP MM 
F PF 
P PC 
F PF 
F PC 


Yes, there is more than 


#2 

F PF 
P PC 
F PF 
PCP MC 
F PF 
F PF 
F PF 
? PC 
PCP CM 

way to solve the problem. 
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WORKSHEET 3 
THINK IT THROUGH 

Here are some problems like the ones in TRADING POST to help you learn to 
organize your thinking as you play the game. Instead of drawing pictures, as 
you answer the questions use: 


Problem 1: 


Flour 

i* XX* 


Goal: 



Flour 



Player: 


(T V 

Flour 






C 

P 

M 

F 


candy j ar 
pants 
material 
flour 


EHCHflNGES 


Flour 


Flour 



Flour 

L«n « 






Solve this problem in two different ways. 
$1 Exchanges 


#2 Exchanges 
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Problem 2: 



Fill in the goal items and player items to make a game that will take at least 
5 moves. Then exchange games with a friend. See who can be the first to 
solve the other's problem. 


Goal: 
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ANSWER SHEET 3 
THINK IT THROUGH 

Here are some problems like the ones in TRADING POST to help you learn to 
organize your thinking as you play the game. Instead of drawing pictures, as 
you answer the questions use: 


Problem 1: 


C 

P 

M 

F 


candy jar 
pants 
material 
flour 


EHCHHNGES 



Goal: 




Solve this problem in two different ways. 
#1 Exchanges 

F FMC 
C PC 


Other solutions are possible. 


#2 Exchanges 

P MF 
C CP 
C CP 
F CMF 
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ANSWER SHEET 3 
THINK IT THROUGH 
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Problem 2: 



Fill in the goal items and player items to make a game that will take at least 
5 moves. Then exchange games with a friend. See who can be the first to 
solve the other's problem. 


Goal: 



Player: 



EXCHANGES: 


Answers will depend on student's choice of items. 
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APPLE: WORKING WITH THE COMPUTER 


1. Turn on the television or monitor.' 

2. Insert the diskette into the disk drive with the label facing up and on 
the right. 

3. Close the door to the disk drive. 

4. Turn on the computer (the on-off switch is on the back left side of the 
computer). 

5. You will see a red light on the disk drive turn on. If the disk drive 
light does not turn off in about 10 seconds, turn the computer off and 
make sure your diskette is placed correctly in the disk drive. 

6. The SUNBURST logo will appear, followed by the opening screen. 

7. Follow the instructions in the program. 

8. If at any time during the program you want to stop, hold down the CTRL 
(CONTROL) key and press the E key. 


Turning Off the System 

1. Remove the diskette from the disk drive and return it to its place of 
storage. 

2. Turn off the computer. 

3. Turn off the television or monitor. 
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Apple IGS: Control Panel Settings 


To allow your Apple HGS to work properly with Sunburst software, certain 
Control Panel settings should be selected. The AppleHGS retains these settings 
even after the power is turned off. 

To Use the Control Panel: 

• Turn on the AppleHGS and monitor. 

• Enter the Control Panel main menu by holding down the CONTROL and OPTION 
keys, and then press RESET (the rectangular key located above the number 
keys). If your AppleIGS is in an Apple //e case, use the closed-apple (•) 
key instead of OPTION. 

• Press the 1 key to enter the Control Panel. 

• Use X’ anci T to highlight the feature you want to change and press RETURN. 

Again use ^ and f to highlight a specific option and change it by using 

the 4 — and —► keys . 

• After you have finished making changes, select Quit to use the Apple HGS. 

To Change the Display: 

• Highlight Display and press RETURN. 

• Set Type to Color. 

• Set Text to White. 

• Set Background to Black. 

• Set Border to Black. 

• Press RETURN to save the changes and to go back to the Control Panel. 


To Change the System Speed: 

• Highlight System Speed and press RETURN. 

• Set System Speed to Normal. 

• Press RETURN to go back to the Control Panel. 


If you use a 5.25-inch drive connected to the disk drive port: 

• Highlight Slots and press RETURN. 

• Set Slot 6 to Disk Port. 

• Set Startup Slot to Scan. 

• Press RETURN to go back to the Control Panel. 


If you use a 5.25-inch drive connected to a controller card in Slot 
6: 


• Highlight Slots and press RETURN. 

• Set Slot 6 to Your Card. 

• Set Startup Slot to Scan. 

• Press RETURN to go back to the Control Panel. 


- 29 - 


COMMODORE 64: WORKING WITH THE COMPUTER 


1. Turn on the television or monitor. 

2. The disk drive must be turned on before the computer . Turn on the disk 
drive (the switch is located at the back right side of the drive). 

3. Open the door of the drive by pressing in on the door. Insert the 
diskette with the exposed oval window inserted first and the labelled 
side up. 

4. Close the door on the disk drive. 

5. Turn on the computer. You will see the words— 

* * * * COMMODORE 64 BASIC V2**** 

64K RAM SYSTEM 38911 BASIC BYTES FREE 
READY. 

6. Type LOAD "0:*",8 and press the RETURN key. The red light on the disk 
drive will come on. The computer will print— 

Searching for 0 

LOADING 

READY 

7. Type RUN and press RETURN* 

8. The SUNBURST logo will appear, followed by the opening screen. 

9. Follow the instructions in the program. 

10. If you want to stop during the program, hold down the CTRL (CONTROL) key 
and press the E key. 


Turning Off the System 

1. Remove the diskette from the disk drive and return it to its place of 
storage. 

2. Turn off the disk drive. 

3. Turn off the computer. 

4. Turn off the television or monitor. 
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IBM PC/PCjr; WORKING WITH THE COMPUTER 


1. Place the diskette in the computer's disk drive with the label facing up 
on the right. (If there are two disk drives, place the diskette in the 
one on the left.) Close the door of the disk drive. 

2. Turn on the graphics monitor. 

3. Turn on the computer. In several seconds, you will see the red light on 
the disk drive light up and you will hear the disk drive spinning. 

4. The SUNBURST logo will appear, followed by the opening screen. 

5. Follow the instructions in the program. 

6. If at any time during the program you want to stop, hold down the CTRL 
(CONTROL) key and press the E key. 


Turning Off the System 

1. Remove the diskette from the disk drive and return it to its place of 
storage. 

2. Turn off the computer. 

3. Turn off the graphics monitor. 
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TANDY 1000: WORKING WITH THE COMPUTER 



1. Place the diskette in the computer's disk drive with the label facing up 
and on the right. (If there are two disk drives, place the diskette in 
the one on the bottom.) Close the door of the disk drive. 

2. Turn on the monitor. 


3. Turn on the computer. In several seconds, you will see the red light on 
the disk drive light up and you will hear the disk drive spinning. 

4. The SUNBURST logo will appear, followed by the opening screen. 

5. Follow the instructions in the program. 

6. If at any time during the program you want to stop, hold down the CTRL 
(CONTROL) key and press the E key. 


Turning Off the System 


1 . 



2 . 

3. 



Remove the diskette from the disk drive and return it to its place of 
storage. 

Turn off the computer. 

Turn off the monitor. 
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TRS-80 COLOR: WORKING WITH THE COMPUTER 



1. ‘ Turn on the disk drive. The switch is located in the back. 

2. Turn on the television or monitor. 

3. Turn on the computer. The switch is located in the rear. On the 
television screen you will see: 

Disk Extended Color Basic 1.0 
COPYRIGHT (C) 1981 BY TANDY 

UNDER LICENSE FROM MICROSOFT 


OK 

4. Insert the diskette in the disk drive with the label facing upward and to 
the right. 

5. Close the drive door. 


6. Type LOADM "POST" 
Press ENTER 


7. 



8 . 


9. 


The SUNBURST logo will appear, followed by the opening screen. 

Follow the instructions in the program. 

If at any time during the program you want to stop, hold down the SHIFT 
and the down-arrow keys and press the E key. 


Turning Off the System 

1. Remove the diskette from the disk drive and return it to its place of 
storage. 

2. Turn off the computer. 

3. Turn off the television or monitor. 

4. Turn off the drive. 
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"WHAT HAPPENS IF...?" — SUNBURST COURSEWARE AND WARRANTY 



1 . 


What happens if a program will not load or run? 

Call us on our toll-free number and we will send you a new diskette. 


2. What if I find an error in the program? 

We have thoroughly tested the programs that SUNBURST carries so we 
hope this does not happen. But if you find an error, please note 
what you did before the error occurred. Also, if a message appears 
on the screen, please write the message down. Then fill out the 
evaluation form or call us with the information. We will correct 
the error and send you a new diskette. 


3. What happens if the courseware is accidentally destroyed? 

SUNBURST has a lifetime guarantee on its courseware. Send us the 
product that was damaged and we will send you a‘new one. 

\ 

4. How do I stop in the middle to go on to something new? 

Hold the CONTROL (CTRL) key and press the E key (TRS-80 Color: hold 
down the SHIFT and down-arrow keys and press the E key). Then 
. follow the directions on the screen to end the program. 



5. 


Can I copy this diskette? 

The material on "the diskette is copyrighted. You should not copy 
the courseware. 


6. Can I take this diskette out of the computer after the program has loaded 
and put it into another computer? 

- Yes, you can, after you pass the directions, and if you are using 
the Apple II, Commodore 64, or TRS-80 Color computers. 

- No, you can't, if you are using the IBM PC/PCjr or Tandy 1000 
computers. 
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